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Network game system, network game de 
medium storing network game program 



(57) A network game having bi-directional charac- 
teristics by means of a network, wherein prescribed data 
corresponding to a game result is transmitted to a game- 
player and the game result is provided with general ap- 
plicability and future development possibilities. The 
character training game system consists of a web 
(WWW) server 1 located on the Internet and a mobile 
telephone device 20. The server 1 comprises a charac- 
ter training-type game device 10. This game device 10 
comprises internal hardware and software for a charac- 



ter training game, for example, at the least, a training 
processing section 1 00, and a transmission and recep- 
tion control section 112 for controlling data reception 
and transmission processing with respect to the Inter- 
net. The network center 30 mediates the connection be- 
tween the mobile telephone device 20 and the internet. 
Game Images from the game device 1 0 are displayed 
on the monitor of the mobile telephone device 20, and 
a game is developed by sending back response data by 
operating keys. A training result is transmitted from the 
server 1 to the mobile telephone device 20. 
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Description 

BACKGROUND OF THE INVENTION 

1. Field of the Invention 

[0001] The present invention relates to network game 
technology implemented by means of a network. 

2. Description of the Related Art 

[0002] There are known conventional games wherein 
a single game space is constructed in the game device 
of two game-players connected by means of a network 
(Internet or e-mail network), in such a manner that the 
game-players can play a competitive game, or the like, 
in that game space, without feeling any sense of dis- 
tance, in other words, in spite of being situated In mu- 
tually remote locations. Moreover, there also exist Inter- 
net sites capable of transmitting simple games, and so- 
called / mode games, wherein games can be played by 
accessing these game sites from mobile telephones. 
[0003] In the first type of game, In practice, a game 
played between adjacent game-players is simply ex- 
panded to remote locations. Moreover, in the second 
type of game, although there is bi-directional communi- 
cation between game-players and the site, the game re- 
sult is not provided with any further applicability or use, 
and the game development always finishes at the end 
of a game. 

SUMMARY OF THE INVENTION 

[0004] The present invention was devised with the 
foregoing In mind, an object thereof being to provide a 
network game having bi-directional characteristics by 
means of a network, a network game system, network 
game device and network game method, wherein game 
results are transmitted to a game-player and the game 
results are provided with general applicability and future 
development possibilities, and a readable storage me- 
dium for storing a network game program. 
[0005] The network game device relating to the 
present invention is a server side game device for per- 
forming game processing on the basis of received data, 
provided with transmitting and receiving means for 
transmitting and receiving game data, via a network, 
with respect to a terminal device provided with a monitor 
and an operating member; comprising means for creat- 
ing prescribed data corresponding to game results, 
wherein the transmitting and receiving means transmits 
the created prescribed data to the terminal device, via 
the network. 

[0006] Moreover, the present invention is also a net- 
work game method for a server side game device for 
performing game processing on the basis of received 
data, composed in such a manner that it transmits and 
receives game data, via a network, with respect to a ter- 



minal device provided with a monitor and an operating 
member; comprising the steps of: creating prescribed 
data corresponding to game results at the end of a 
game; and transmitting the created prescribed data to 
5 the terminal device, via the network. 

[0007] Furthermore, the present Invention is also a 
readable storage medium storing a network game pro- 
gram for controlling a server side game device for per- 
forming game processing on the basis of received data, 
10 composed in such a manner that it transmits and re- 
ceives game data, via a network, with respect to a ter- 
minal device provided with a monitor and an operating 
member; whereby the game device performs the steps 
of: creating prescribed data corresponding to game re- 
's suits at the end of a game; and transmitting the created 
prescribed data to the terminal device, via the network. 
[0008] According to these compositions, a network 
game is executed by the server side game device which 
performs transmission and reception of game data with 
20 respect to a terminal device comprising a monitor and 
operating member by means of accessing the terminal 
device via the network, and also performs game 
processing on the basis of received data sent from the 
terminal device. When the game ends, prescribed data 
25 corresponding to the game result is created and the pre- 
scribed data thus created is sent to the terminal device 
by means of the Internet or an electronic mail (e-mail) 
network, or the like. 

[0009] Furthermore, the present invention is also a 

30 network game system constituted by a server side game 
device located on a network and performing game 
processing and transmission and reception of game da- 
ta, and a terminal device comprising a monitor and op- 
erating member and being capable of transmitting and 

35 receiving game data with respect to the server side 
game device by means of the network, wherein the serv- 
er side game device comprises: means for creating pre- 
scribed data corresponding to game results; and means 
for transmitting the created prescribed data to the ter- 

40 minal device, by means of the network; and the terminal 
device comprises: means for creating response data by 
operating the operating member In response to game 
data received from the server side game device, and 
transmitting the response data to the server side game 

45 device; and means for receiving the prescribed data. 
[001 0] According to this composition, the server side 
game device implements a game by exchanging game 
data with the terminal device, and when the game ends, 
it creates prescribed data corresponding to a game re- 

so suit and transmits the prescribed data thus created to 
the terminal device, via the network. The terminal de- 
vice, on the other hand, creates response data by 
means of the operating member being operated, in re- 
sponse to the game data received from the server side 

55 game device, and transmits this response data to the 
server side game device, and it also receives the afore- 
mentioned prescribed data transmitted by the server 
side game device at the end of a game. 
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[0011] These and other objects, features and advan- 
tages of the present invention will become more appar- 
ent upon reading of the following detailed description 
along with the accompanied drawings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0012] 

Fig. 1 is a diagram showing the overall composition 
of a character training game system to which the 
present invention is applied; 
Fig. 2 is a block diagram showing one embodiment 
of a character training game device in a server; 
Fig. 3 is a block diagram of a mobile telephone; 
Fig. 4 is a diagram showing a flowchart illustrating 
a game procedure; 

Fig. 5 Is a diagram showing a flowchart illustrating 
a game procedure; 

Fig. 6 is a diagram showing a flowchart illustrating 
a game procedure; 

Fig. 7 is a diagram showing one example of a game 
start screen displayed on a monitor; 
Fig. 8 is a diagram showing one example of a mon- 
itor screen In a case where "Play" has been select- 
ed; 

Fig. 9 is a diagram showing a further example of a 
monitor screen in a case where "Play" has been se- 
lected; 

Fig. 10 is a diagram showing a further example of 
a monitor screen in a case where "Play" has been 
selected; 

Fig. 1 1 is a diagram showing one example of a mon- 
itor screen In a case where "Practice" has been se- 
lected; 

Fig. 12 is a diagram showing a further example of 
a monitor screen In a case where "Practice" has 
been selected; 

Fig. 13 is a diagram showing a further example of 
a monitor screen in a case where "Practice" has 
been selected; 

Fig. 14 shows one example of a monitor screen in 

a case where an event has been generated; 

Fig. 15 shows one example of a monitor screen in 

a case where an event has been generated; 

Fig. 1 6 shows one example of a monitor screen in 

a case where an event has been generated; 

Fig. 17 shows one example of a monitor screen in 

a case where "Test" (batter) has been selected; and 

Fig. 18 shows one example of a monitor screen in 

a case where "Test" (pitcher) has been selected. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0013] Fig. 1 is a diagram showing the overall compo- 
sition of a case where the network game system relating 
to the present invention is applied to a character train- 



ing-type game system. In Fig. 1, numeral 1 denotes a 
web (WWW) server located on the Internet, which forms 
a network, and 20 denotes a mobile communication de- 
vice forming a terminal device, and in this example, is 

5 represented by a mobile telephone device. 

[0014] The web server 1 is a server which is desig- 
nated from a plurality of servers located on the Internet 
(for example, a provider contracted by the person run- 
ning the present system, or the like), and it comprises a 

10 character training-type game device 1 0 forming a serv- 
er-side game device. This character training-type game 
device 1 0 comprises Internal hardware and software for 
charactertraining type games. For example, at the least, 
it comprises a training processing section 100 which 

15 functions as a game processing section, and a trans- 
mission and reception control section 112, or the like, 
for controlling data transmission and reception process- 
ing with respect to the Internet. Moreover, it also com- 
prises a home address storage section and a temporary 

20 storage section for mail address data, and the like, 
which is transmitted by the game-player. N umeral 30 de- 
notes a network center of a mobile communications op- 
erator, which mediates communication between the mo- 
bile telephone device 20 and the Internet. This network 

25 center 30 comprises an electronic mail (e-mail) center 
31 for managing electronic mail (e-mail). 
[0015] Here, to describe the basic game procedure 
used in the present game, the game-player accesses a 
server 1 from a mobile telephone device 20, by means 

30 of a network center 30, and image information for a char- 
acter training-type game and other types of image infor- 
mation (here, 'image information 1 is constituted by at 
least one of image data and/or text data) Is delivered as 
game data from the character training-type game device 

35 10 in the server 1, to the game-player's mobile tele- 
phone device 20, and the corresponding images are dis- 
played on a monitor of the mobile telephone device 20. 
The game proceeds on the basis of the game-player re- 
sponding by means of commands in the image dis- 

40 played on the monitor (in the present embodiment, num- 
bers corresponding to multiple-choice type options (al- 
so, simply called "options")). The response data 
(number data) is transmitted as game data to the game 
device 10, and processingfortraining a prescribed char- 
ts acter (described hereinafter) is carried out as game 
processing, In accordance with the response data. By 
repeating this transmission and reception processing 
and training processing a prescribed number of times, 
finally, a training result corresponding to various abilities 

50 js determined. After a prescribed period of time has 
elapsed, the training result is communicated via the 
electronic mall (e-mail) center 31 to the mobile tele- 
phone device 20 of the game-player, in the form of a 
password consisting of a numerical sequence of a pre- 

55 scribed number of digits, for example, (may also indude 
some text characters, or the like). As a method for com- 
municating the training result, It Is also possible to pro- 
vide a notice board for the relevant address (game-play- 
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er's mail address) in the electronic mail (e-mail) center 
31 , and write the result to this notice board in such a 
manner that it can be accessed and read by the game- 
player. 

[0016J On the other hand, In the present embodiment, 
a direct circuit connection is not necessarily made with 
the present game system, but rather, the game-player 
has a domestic game device 40 consisting of a monitor 
41 for showing game images, a game processing main 
section 42, and a game controller 43, whereby the do- 
mestic game device 40 uses player characters trained 
by the game-player using the training mode of the game 
device 40, and it is possible, for example, to implement 
a baseball game wherein the game-player competes 
against a team provided by the computer (one-game- 
player mode; there is also a two-game-player mode 
wherein two game controllers are connected), by load- 
ing a an application program cassette 44. 
[0017] On the other hand, by inputting (registering) 
the result for training by the character training-type 
game device 10 (the aforementioned password), by 
means of a entry input screen provided In the domestic 
game device 40, it is possible to cause a player charac- 
ter trained by the character training-type game device 
1 0 to appear as a player character in a baseball game 
in the aforementioned domestic game device. 
[0018] Here, one embodiment of a baseball training 
mode and baseball game mode based on a domestic 
game device 40 is described. 

[0019] By loading and activating a cassette 44 in the 
game processing main section 42, a screen Is displayed 
on which the aforementioned training mode, baseball 
game mode, or other game modes (Including a mode 
for inputting results data for the present training game 
implemented using a mobile telephone device 20) can 
be selected, and by selecting the training mode from this 
mode selection screen, the present training mode is 
started. In other words, a new player character registra- 
tion screen is displayed, whereon the name, attributes, 
batter and pitcher category, and a desired type of train- 
ing (for Instance, In the case of a batter, a No.4 batter 
type, or the like) are registered, initial values for various 
abilities are set for the player character, and by through 
the course of the actions described below, the player 
character is guided so that it trained into a characteristic, 
desired type of player character (obtaining high points 
for desired abilities). 

[0020] When registration has been completed, the ac- 
tual training procedure Is started and a time in the game 
space of, for example, 3 years, Is advanced in one week 
units, each time an action (various types of practice, 
play, rest, etc.) is instructed. Points are gained (or de- 
ducted) with respect to each command content, at a giv- 
en probability, and when these commands have been 
given in repeated fashion during a period of three years 
and the prescribed training conditions are finally deared, 
the player character is promoted to a major league team, 
to represent a training success, In other words, the play- 



er character is registered In the baseball game mode 
and becomes able to appear in a baseball game. 
[0021] In the baseball game mode, it is possible to 
play a one-game-player or two-game-player mode, and 
5 if, for example, a one-game-player mode is selected, 
then a contest is held between a team of the computer 
and a game-player's team constituted by player charac- 
ters which have been trained by the game-player and 
have been promoted to major league rank, or the like. 
10 A program is implemented whereby a baseball pitch and 
player characters, and the like, are shown on a screen 
of the monitor 41 , and the player characters other than 
those commanded directly by the game-player are op- 
erated according to baseball rules. Here, the game pro- 
's gram applies characteristics differentials to the actions 
(namely, hit, run to base, pitch, field, and the like) of both 
the characters which are commanded directly by the 
game-player and the other characters, in such a manner 
that they are increased or decreased on the basis of the 
20 various types of ability values obtained in the training 
mode. 

[0022] The game-player's character on the monitor 41 
screen as operated by various keys and buttons of the 
game controller 43 is given a bat command or run to 

25 base command, or the like, when batting, and when 
fielding, a pitcher character is operated until a ball is 
pitched, whereupon the object of control moves to the 
fielder positioned In the direction In which the ball Is 
traveling, and actions are instructed to this fielder such 

so that it performs catching and returning actions. When 
the ninth inning has ended, processing is performed 
whereby the side having the higher number of points Is 
taken to be the winner. 

[0023] Next, Fig. 2 is a block diagram of a character 
35 training-type game device 1 0. 

[0024] There follows a description of a case where 
this character training game is applied to a game for 
training a baseball player character. In this case, the 
training contents include various basic abilities required 
40 in a baseball competition, such as muscular strength, 
agility and technique, as well as other abilities, such as 
batting power, running power, fielding skill, and the like, 
in the case of a field player character, or abilities such 
as shoulder strength, change ball (associated with prob- 
es ability of achieving strike out), and the like, In the case 
of a pitcher. 

[0025] Fig. 2 comprises a training processing section 
1 00 constituted by a computer; or the like, image mem- 
ories 113-115 forming a data memory section, a training 

so resu It type data memory 1 1 6, a ROM 1 1 7 storing a char- 
acter training game program or a processing program 
relating to transmission and reception, as described 
hereinafter, and a RAM 118 for temporarily storing 
processing data. 

55 [0026] The image memory 1 1 3 is a memory for stor- 
ing, for a plurality of screen frames, character training 
image data, which comprises animated Images of a 
character simulating a baseball player which is to be 
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trained, (image data; in the present embodiment, com- 
prises still images), and text data which comprises mul- 
tiple choice-type option numbers and related option con- 
tents corresponding to the character training image da- 
ta. In the present embodiment, image data for approxi- 
mately 60 frames is stored. It is also possible to create 
no correspondences between the character training Im- 
age data and the option contents, or to associate same 
by an appropriate prescribed correlation, or in a random 
manner. 

[0027] The image memory 114 is a memory for storing 
character training image data and options contents 
(hereinafter, called event screen data,) prepared for 
specific events, In a mutually corresponding fashion. 
The image memory 115 is a memory storing test image 
data and test contents (hereinafter, called test screen 
data,) prepared for the final questions of the set number 
of questions for each day (described hereinafter). 
[0028] The training result type data memory 1 1 6 is a 
memory for storing training results determined at the 
time that a previously set number of questions has been 
completed, and stored as type data representing ability 
values for trainee player characters of a plurality of dif- 
ferent types. For example, there may be four types of 
player character, type A - type D, for both fielders and 
pitchers, respectively, the related type data being rep- 
resented by a password consisting of a symbol, such as 
a number having a prescribed number of digits, or the 
like. If the number of digits is large, then It is possible to 
prepare a large number of different training result types. 
To look at one example of training result types, the field- 
er types may comprise power hitters, player characters 
with high safe hit ability, player characters with high de- 
fensive ability, player characters with high running pow- 
er, and the like. The pitcher types may comprise player 
characters with strengths as fast ball pitchers, soft ball 
pitchers, relief specialists, or special batters (for exam- 
ple, left-handed batters), and the like. 
[0029] Furthermore, the training processing section 
100 comprises: a player selection processing section 
101, a game development processing section 102, an 
evaluation processing section 1 03, a game day number 
managing section 104, a success and failure judgment 
processing section 105, a dock section 1 06 and a train- 
ing result type determining section 1 07. 
[0030] The player selection processing section 1 01 
performs processing for determining the trainee player 
character, in a case where either a fielder or pitcher has 
been selected (at the aforementioned mobile telephone 
device 20) as the character to be trained. 
[0031] The game development processing section 
1 02 reads out one item of screen data and event screen 
data selected according to a prescribed correlation, or 
selected randomly, from the Image memories 113, 114, 
or It reads out the final test screen data for a day. 
[0032] The game day number managing section 1 03 
performs processing whereby one day of the timeframe 
In the game space is considered to have passed, each 



time the image data - test screen data is selected, and 
In addition to causing said selection processing to be 
performed for 60 days of the game space timeframe, it 
also manages the number of days in the game space 
5 timeframe, in such a manner that 15 days of the game 
space time are set for each one day of real time, in other 
words, the present training game is performed over four 
days of real time. 

[0033] The evaluation processing section 1 04 reads 

io in response data transmitted from the mobile telephone 
device 20 in accordance with the aforementioned image 
data - test screen data, and determines a score from the 
option contents and the response data, whilst also add- 
ing this score to the previously aggregated value. In the 

15 present embodiment, three types of value, namely, "+1 ", 
"0", "-1 M are set as scores, for example, each one of 
these scores being associated with a response data 
item relating to an option data Item, or being determined 
without regard to the response data, or in a random 

20 manner. Furthermore, when 1 5 days of the game space 
time has passed, the evaluation processing section 1 04 
determines whether or not the aggregate value has 
reached a prescribed dear condition value, and if it has 
not reached this dear condition value, then the game is 

25 terminated compulsorily and atraining failure is inferred, 
whereas if it has reached the dear condition value, then 
the training game can be continued for the next 15 days 
of the game space timeframe. 
[0034] The success and failure judgment processing 

30 section 1 05 judges whether or not the aggregate value 
has reached a prescribed success condition value, 
when the final 1 5-day period of the game space time 
has ended at the fourth day in real time, and if It has not 
reached this success condition value, then a training 

35 failure is inferred, whereas if it has reached the success 
condition value, then a training success is inferred and 
judgment processing is instructed to the training result 
type determining section 106. It is also possible for the 
training failure conditions to include, as judgment data 

40 and conditions, for example, whether a prescribed op- 
tion (for instance, the "play" option displayed at different 
questions) has been selected a set number of times or 
more, or conversely, whether a prescribed option (such 
as a specific practice menu) has not been selected a set 

45 number of times or more, or whether a prescribed event 
has been generated, or how many times it has been 
generated. 

[0035] The training result type determining section 
1 06 selects the training result type corresponding to the 

50 final aggregate value, and it may perform this either by 
selecting a training result type which takes account of 
the history of response data, or conversely, by selecting 
a training result type without regard to this data, or in a 
random manner. 

55 [0036] The dock section 1 07 counts the real time and 
monitors that the training game for 1 5 days of the game 
space time is not executed continually within one day of 
real time, whilst also performing time management 
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whereby the dear status results and the training result 
type transmitted to the game-player when 15 days of 
training in the game space timeframe has been complet- 
ed, and when the present training game is finally com- 
pleted, are notified to the game-player after a prescribed 
period of time, for example, four weeks, has passed af- 
ter each respective time of completion. 
[0037] A mall address registration processing section 
1 08 conducts processing for instructing a game-player's 
mail address input guide screen, when the present train- 
ing game is started, and for registering a mail address 
input from the game-player's mobile telephone device 
20, in association with, for instance, the 19-digit fee 
charging ID code of the mobile telephone device 20. 
[0038] A comparing section 1 09 compares the afore- 
mentioned ID code read in when starting the present 
training game with an ID code read in when making ac- 
cess to continue the game on a subsequent day, where- 
by it compares the history of game development up to 
that point and causes an appropriate game to be imple- 
mented thereafter. 

[0039] A transmission data creating section 110 cre- 
ates guide screens of various types (for example, the 
aforementioned mail address input guide), the screen 
data and test screen data, and reads out clear status 
notification screens and training result notification 
screens, and the like, during the game from a prescribed 
memory, converting same into transmission data, in oth- 
er words, / mode GIF format images. A received data 
processing section analyzes various data transmitted by 
a mobile telephone device 20, and transfers the data to 
a processing section as required or stores the data in 
RAM 118 or the like. 

[0040] A transmission and reception control section 
112 implements data communication to and from the 
mobile telephone device 20, and performs packet 
processing for transmitting the dear status and training 
results to the e-mail center 31 . 
[0041] Fig. 3 shows a block diagram of a mobile tele- 
phone device 20, extracting and describing, In particu- 
lar, only those functions which are required In the 
present Invention. The mobile telephone device 20 com- 
prises a control section consisting of a computer for co- 
ordinating and controlling the respective sections, and 
this control section is constituted by a key group 201 
forming an operating member, a VRAM 202a for storing 
image data to be displayed on a monitor 202, an anten- 
na 203, a RAM 204 for temporarily storing input data 
and processing data, and a ROM 205 for storing control 
programs, and the like. 

[0042] The key group 201 comprises number keys for 
inputting telephone numbers, various function keys, dr- 
cult on/off switching keys, and the like. It Is also com- 
posed such that, by setting the function keys, text char- 
acters can be input using the number keys, thereby en- 
abling input of mail data or input of mail addresses. 
[0043] The VRAM 202a temporarily stores screens 
displayed on the monitor 202, which is constituted by a 



liquid crystal display device, or the like, and by reading 
out the contents written to the VRAM 202a and display- 
ing same on the monitor 202, in a repeated fashion at 
prescribed intervals, it is possible to view same as a still 
s Image, due to a latent Image effect 

[0044] Describing the display processing section 206 
- transmission and reception control section 208 consti- 
tuting the control section, the display processing section 
206 causes a confirmation display of input operations, 
10 a display of various input guide screens, and display of 
image data transmitted from the character training-type 
game device 1 0 to be shown on the monitor. Moreover, 
it also causes mail contents to be displayed. This display 
processing section 206 has capacity at the least for stor- 
es ing the image data for one screen frame or more, and 
in a mode where, for example, only a portion of an image 
can be displayed on the monitor 202, then it is devised 
that the image can be scrolled upwards and downwards, 
or the like, by operation of particular keys of the key 
20 group 201, in such a manner that the whole of the image 
can be viewed. The key input processing section 207 
creates information corresponding to the operation of 
the key group 201 . 

[0045] The transmission and reception control section 
25 208 controls reception and transmission drcuits con- 
nected to a normal wireless subscriber circuit, process- 
es transmission and reception of sound data, and also 
processes transmission and reception of data in elec- 
tronic mail used when operating via the Internet, or the 
so like- Transmitted data is received via the antenna 206. 
Image data transmitted or received by the mobile tele- 
phone is compressed to GIF format before transmission 
In packets. 

[0046] Next, a game procedure relating to the compo- 
35 sition above will be described. Fig. 4 to Fig. 6 are flow- 
charts Illustrating the procedural sequence of the 
present character training-type game. 
[0047] In Fig. 4, inside of an inner rectangle, the words 
in Japanese Hiragana appear, it is basically a name of 
40 the game "Fawapuro-kun Keitai Sakusesu" which can- 
not find a direct English translation. However, it dosely 
means to say "Power Pro Portable Success". The words 
are registered trademark in Japan. 
[0048] Firstly, when a home page address of the char- 
ts acter training-type game device 1 0 in the server 1 is in- 
put by the game-player via the mobile telephone device 
20, this is received by the device 10 which starts 
processing for delivering prescribed data in order to start 
a game. In other words, start screen data as illustrated 
50 in Fig. 7 Is sent to the mobile telephone device 20 (step 
ST1 ), On the start screen in Fig. 7, a two choice screen 
"1 : Start" and "2: Menu" is displayed on the monitor 202. 
Here, if response data indicating that "1 : Start" has been 
selected on the mobile telephone device 20, (in other 
55 words, response data of "1") is received, then the pro- 
cedure moves to step ST3, whereas if response data 
indicating that "2: Menu" has been selected on the mo- 
bile telephone device 20, (in other words, response data 
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of "2") Is received, then a "Welcome to Pawapuro!" 
screen is transmitted, and a further two choice screen 
comprising "1: Start Game" and "2: Read me" is dis- 
played on the monitor 202 (step ST5). 
[0049] Here, is "1 " is received as response data, then 
the sequence returns to step ST1 , whereas if "2" is re- 
ceived as response data, then notes relating to the 
game are displayed and in the final line, "0: Return" is 
displayed as a command prompt (step ST7). 
[0050] At step ST3, "Mall address registration" is dis- 
played along with cautionary notes, and a three-choice 
screen comprising "OK: OK", "1 : Proceed without using 
mall", "0: Menu", Is also displayed. Here, the sequence 
moves to step ST9, unless "0" is received as response 
data. 

[0051] At step ST9, a two-choice screen comprising 
"1 : Batter", "2: Pitcher" is displayed as a "Select Player" 
screen. If either "1" or "2" is received as response data, 
then subsequently, a two-choice screen comprising "1 : 
Color" and "2: Mono" is displayed as a "Select screen 
type" screen (step ST11). If either "1" or "2" is received 
as response data, then the game is actually started. 
[0052] Specifically, a two-choice screen comprising 
the text "Select action for day one" and the options "1: 
Practice" and "2: Play" is displayed (step ST13). Here, 
if "2" is received as response data, then a three-choice 
screen relating to recreation time is displayed as shown 
in Fig. 8, for example, comprising the title "Today we're 
all off to see the flowers!", and the options "1 : Yes, let's 
have a party!", "2: Got to see the cherry blossoms!", "3: 
Yes, let's go and see the flowers" (step ST15). Here, If 
either "1 ", "2" or "3" is received as response data, then 
a previously set score is determined on the basis of this 
response data, or a score is determined randomly, and 
this score is transmitted to the mobile telephone device 
20 and displayed on the monitor 202 (step ST17). With 
this, the action for one day in the game space timeframe 
is completed. Thereupon, when response data "1 " is re- 
ceived in response to the text "1 : OK" on the score 
screen, the procedure moves to step ST25. 
[0053] If, on the other hand, "1" is received as re- 
sponse data at step ST13, then as shown in Fig. 11 , for 
example, a three-choice screen relating to practice is 
displayed, comprising a title "Rookie must behave like 
a rookie!", and the options "1: Chores", "2: Cleaning 
balls", "3: Picking balls" (step ST19). Here, if either "1", 
"2" or "3" is received as response data, then a previously 
set score is determined on the basis of this response 
data, or a score is determined randomly, and this score 
is transmitted to the mobile telephone device 20 and dis- 
played on the monitor 202 (step ST21). Thereupon, 
when response data "1" is received in response to the 
texfl : OK" on the score screen, the procedure moves 
to step ST25. 

[0054] At step ST25, a three-choice screen is dis- 
played, comprising the text "Day 2: What do you want 
to do?" and the options "1 : Practice", "2: Play" and "3: 
End" (step ST23). Here, if "2" is received as response 



data, then a three-choice screen relating to recreation 
time as illustrated In Fig. 9, for example, is displayed, 
comprising the title "Today, I'm going to ring up Yabe!" 
and the options "1 : How are you?", "2: Has your baseball 

5 improved?", and "3: Got a girifriend yet?!" (step ST25). 
Here, if either "1", "2" or "3" is received as response da- 
ta, then a previously set score is determined on the basis 
of this response data, or a score is determined random- 
ly, this value is added to the previous value, and the ag- 
io gregate value is transmitted to the mobile telephone de- 
vice 20 and displayed on the monitor 202 (step ST27). 
With this, the action for day 2 In the game space time- 
frame is completed. Thereupon, when response data 
"1" is received in response to the text "1: OK" on the 

15 score screen, the procedure moves to step ST33. 
[0055] If, on the other hand, "1" is received as re- 
sponse data at step ST23, then a three-choice screen 
as shown in Fig. 12, for example, is displayed, compris- 
ing the title "Today, I'm paring to go!" and the options "1 : 

20 Running", "2: Practice swing", and "3: Squat jumps" 
(step ST29). Here, if either "1", "2" or "3" is received as 
response data, then a previously set score is deter- 
mined on the basis of this response data, or a score Is 
determined randomly, this value is added to the previous 

25 value, and the aggregate value is transmitted to the mo- 
bile telephone device 20 and displayed on the monitor 
202 (step ST31). With this, the action for day 2 in the 
game space timeframe is completed. Thereupon, when 
response data "1 " is received in response to the text "1 : 

30 OK" on the score screen, the procedure moves to step 
ST33. If "3" is received as response data, then it is in- 
ferred that the game-player wishes to terminate the 
game at an intermediate stage, and hence at step ST49 , 
it is confirmed that the circuit is to be turned off, and the 

35 whole procedure of the present game is terminated. 
[0056] At step ST33, a three-choice screen is dis- 
played, comprising the text" Day 3: What do you want to 
do?" and the options "1: Practice", "2: Play", and "3: 
End", and the procedure as Illustrated in step ST23 — 

40 step ST31 is repeated. During this procedure, in other 
words, from the fourth day to the fourteenth day In the 
game space timeframe, each screen information item is 
selected from the Image memory 1 1 3 according to a cer- 
tain correlation, or in a random manner. For example, a 

45 play screen as illustrated in Fig. 1 0 or a practice screen 
as illustrated in Fig. 13 may be displayed. Moreover, an 
event screen is selected from the image memory 114 
between the first day and the fourteenth day, according 
to a certain correlation, or in a random manner. Exam- 

50 pies of event screens are shown in Fig. 14 to Fig. 16. 
Fig. 14 is a three-choice screen comprising the title "Dr. 
Daijobu is here!" and the options "1: Improve abilities", 
"2 : Run away", "3 : Loosen belt". Fig. 15 is a two-choice 
screen comprising, for example, the title "I'm In a quiz 

55 program. This is the final question. Your answer 
pleasei'" and the options "1 : Kamakura Bakufu" and "2 : 
Magellan's circumnavigation of the globe". Fig. 16 is a 
two-choice screen comprising, for example, the title 



7 



EP001 .1 60748A2 r http://www. g etthepatent.com/LO ' 



0 



; $cbrundidge/Fetch/EP001 1 60748A2.cpc?fromC 



iart=maintoolbar=bottom1 



Page 8 of 32 



13 



EP 1 160 748 A2 



14 



"Wow! Ifs an alien! Heeeeeeelp!" and the options "1: 
Give him some dumplings!" and "2: Important for Al- 
ien???", A score is set for each options of each question 
and scores are obtained in an aggregated fashion in ac- 
cordance with each option selected. 
[0057] In this way, as the game proceeds to day 1 5 in 
the game space timeframe, on the next screen, the text 
"Day 15 : What do you want to do?" is displayed, along 
with a two-choice screen "1 : Continue" and "0 : End" 
(step ST35). 

[0058] Here, if "1" is received as response data, then 
the headline "Super Exciting Success Test" and the se- 
lection screen "1 : OK" are displayed (step ST37), and 
here, if "1" is received as response data (step ST37), 
then in cases where the trainee character Is a fielder 
(batter selected as step ST9), then the test screen illus- 
trated in Fig. 17 is read out from the image memory 115 
and displayed (step ST39). The test screen comprises 
an image of a player character standing at the batting 
plate, and a two-choice screen consisting of the guide 
text "What do you want to do with the first ball?" and the 
two-choice screen "1: Swing bat", "2: Let the pitch go 
by". Here, if "2: Let the pitch go by" is received as re- 
sponse data, then it is supposed that a ball has been 
pitched by a pitcher located off the screen, and it is 
judged whether that pitch Is a strike or a ball. In other 
words, if it is a strike, then on the subsequent screen, 
the text "Strike" and a selection screen "1 : OK" are dis- 
played (step ST41), whereas if it is a ball, then on the 
subsequent screen, the text "Ball" and a selection 
screen "1 : OK" are displayed (step ST43). Here, when 
"1° is received as response data on either or the 
screens, a two-choice screen is displayed comprising 
the guide text "What do you want to do with the second 
ball?" and the options "1 : Swing bat" and "2 : Let the 
pitch go by" (step ST45). In other words, if "2: Let the 
pitch go by" is selected in a consecutive fashion, then 
the screens at steps ST39 and ST45 are displayed re- 
peatedly, and ultimately, either three strikes or four balls 
is judged and the procedure moves to step ST47. It is 
also possible to devise that the a four balls result is not 
generated (in other words, if all pitches are left, then fi- 
nally, a strike-out occurs.) 

[0059] On the other hand, if "1" is received as re- 
sponse data at the screens at step ST39 or ST45, then 
It Is determined whether the result is a hit or an out. In 
this way, when it is finally decided to be a hit or an out 
(including three strikes), day 15 is concluded, the pro- 
cedure moves to acquired points processing, and a se- 
lection screen containing the guide text "Obtaining test 
points ... Currently obtaining points" and the option "0: 
End" Is displayed. If "0" is received as response data, 
then at step ST49, the circuit is switched off and the cur- 
rent procedure is terminated. 

[0060] On the other hand, if a pitcher is selected at 
step ST9, then at step ST39, a test screen is displayed 
as illustrated in Fig. 18, comprising a two-choice screen 
consisting of the Image of a pitcher in a pitching motion, 



the guide text "What do you want to do with the first ball? 
" and the options "1 : Swing bat" and "2: Let the pitch go 
by", and as in the foregoing, step ST39 - step ST45 are 
repeated until finally a hit is made or the batter is out, 

5 whereupon the procedure passes through steps ST47 
and ST49 and then terminates. 
[0061] From day 1 to day 45 in the game space time- 
frame, in other words, when the aforementioned game 
procedure is performed the first three times (each cor- 

10 responding to 15 days), a dear result for each time is 
obtained, whereas from day 46 to day 60, In other 
words, the final time that the procedure is performed, an 
acquired points result and a training result represented 
by success or failure are obtained. In the first three 

15 rounds, it is judged whether the accumulated points ac- 
quired for each round have reached a set value forming 
a dear condition set for each round, and in the final 
round, it is judged whether or not the accumulated points 
acquired in the final round have reached a previously 

20 set training condition value. 

[0062] If a training success is judged in the final round, 
then the game device 10 determines the training result 
type in the training result type data (password) memory 
116. This is determined by taking account of the ac- 

25 quired values for the final round and the previous three 
rounds, making an association between the acquired 
points and each respective training result type, and de- 
riving which training result type the result belongs to. 
Moreover, in the case of a training success, this may be 

30 determined randomly with no regard to the acquired val- 
ues, or it may Incorporate other conditions. For exam- 
ple, If prescribed practice menus are selected a condi- 
tional number of times or more, taking into account the 
selection contents on the various scenes of the game 

35 over 60 days of the game space timeframe, then a (pre- 
viously determined) training result corresponding to 
same can be determined. In the present embodiment, a 
training result type is selected from 4 types of code data, 
or the like, representing type A to type D, and the cor- 

40 responding code data, or the like, is transmitted. 

[0063] On the other hand, if the dear condition value 
is not reached at the end of any one round, or if the train- 
ing condition value is not reached atthe final round, then 
a training failure is inferred at that time. Moreover, it also 

^5 possible to devise processing whereby, even if the ac- 
quired value reaches a condition value, or the like, a 
training failure is inferred if, for example, "Play" has been 
selected a prescribed number of times or more, or if a 
prescribed options is selected in a particular round, or 

so the like. 

[0064] The passage of real time is monitored from the 
end of each round and the final round, and if, for exam- 
ple, four weeks has elapsed, then an acquired points 
result is transmitted to the electronic mail address box 
55 input by the relevant mobile telephone device 20 and 
provided in the electronic mail(e-mail) center 31. Alter- 
natively, if the electronic mail center 31 is provided with 
a function for sending transmitted acquired points re- 
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suits to the telephone number of the relevant mobile tel- 
ephone device 20, then an e-mail is sent to the game- 
player's mobile telephone device 20 via the aforemen- 
tioned center 31 . 

[0065] In a mode where, in contrast to the aforemen- 
tioned embodiment, the game-player does not wish to 
receive notification by e-mail, for example, then game 
results are notified as described below. Namely, after 
the end of the game, the game-player accesses the 
game device 10 once again, and the game device 10 
compares the ID code of the game-player's mobile tel- 
ephone device 20 as registered Initially with the ID code 
of the telephone device currently making access. If the 
comparison result is a match, then the device searches 
from the immediately previous contents for that game- 
player, determines whether or not, for example, four 
hours of real time have passed since the end of the Im- 
mediately previous game, and if four hours have not 
passed, it displays the screen shown in step ST47, to 
indicate that the acquired points results have not yet 
been obtained. If, on the other hand, four hours have 
passed, \hen it is indicated that the training game for the 
previous 15 days has been cleared. 
[0066] Moreover, by means of the aforementioned 
time management, the game device 1 0 prohibits contin- 
uation of the previous game, unless four hours have 



[0067] The training result type data obtained in the 
foregoing manner is transferred to the domestic game 
device 40. In other words, once the aforementioned 
training result type data has been obtained, the game- 
player connects a cassette 44 storing the same baseball 
game program and starts up the domestic game device 
40, which reads out the trained player character regis- 
tration screen and displays same on the monitor 41 , and 
the game-player inputs the aforementioned training re- 
sult type data to this screen by means of the controller 
43. Thereby, a player character trained by the mobile 
telephone device 20 can be incorporated Into the origi- 
nal baseball game, and can be made to participate in 
the game as a player character. Code data, or the like, 
can be input from the game controller 43 by displaying 
a sequence of letters in a selectable fashion on the 
aforementioned input screen, and specifying the 
number or letters In the code data, one by one, from this 
letter sequence, by means of a cursor, or the like. 
[0068] if a previous training game has been a success 
and code data, or the like, representing a training result 
type has been obtained, it is not desirable that the 
trained player character can be registered by anyone, 
simply by inputting the previously obtained code data, 
or the like, at a later time, without progressing through 
the game. Therefore, it should be set, for example, that 
only one player character of each type can be regis- 
tered, multiple registration being prevented by means of 
a monitoring program provided In the domestic game 
device 40 monitoring whether or not the same type has 
already been input via the aforementioned Input screen. 



Alternatively, It is also possible to adopt a composition 
where the contents of the clock means are incorporated 
in the training result type data, by encryption, or the like, 
and when this encrypted code data, or the like, is input 
5 to the domestic game device 40, a monitoring program 
of the domestic game device 40 extracts and checks the 
training game execution date and time, or the like, on 
the basis of prescribed rules (decryption rules similar to 
encryption rules), by using the built-in dock means, and 
10 |f this execution date and time, or the like, is different, 
then the data is regarded as data obtained as a result 
of a game played using the mobile telephone device 20 
and hence input and registration is permitted. By adopt- 
ing this composition, since the previously obtained train- 
's jng result type data is encrypted, then even if the same 
data is entered, it is treated as data have no meaning, 
and hence it will not be accepted and multiple registra- 
tions can be avoided. 

[0069] The present invention is also applicable to the 
20 following modes. 

(a) The present invention can also be applied to 
games for training player characters other than 
baseball characters, and hence is able to provide a 

25 net game having good general applicability. 

(b) In the present embodiment of the invention, if 
the domestic game device 40 is provided with an 
internal modem for transmitting data via a public dr- 
cult or network, then it is possible for the transmitted 

30 training result type data to be downloaded from the 
server 1 via the electronic mail (e-mail) center 31 to 
the domestic game device 40, or from the server 1 
to the mobile telephone device 20. Furthermore, ac- 
cess for performing download is not limited to the 

35 server 1 and mobile telephone device 20, and can 
also be performed from the domestic game device 
40. In this case, the burden on the game-player of 
performing input operations in order to obtain the 
training result type data is removed. 

40 (c) In the present embodiment, a mobile transmis- 
sion device, and In particular, a mobile telephone 
device 20, was described as a terminal device, but 
the present invention is not limited to this, and it also 
possible to use a personal computer having a com- 

45 munications modem for public telephone, Internet 
and e-mail networks (wired or wireless), or the like, 
and also provided with a monitor and key operating 
section. In the case of a personal computer, image 
information compressed by the JPEG format can be 

so transmitted and received, and hence a very large 
volume of game data can be used and applicability 
to a variety of games is improved, 
(d) The present embodiment was described with re- 
spect to a training game, but the present invention 

55 is not limited to a training game, and may also be 
applied, for example, to a fight-type game, time and 
points competition game, knowledge game, and 
various other types of game. The game result data 



9 



EP001 160748A 2 f http://www. getthe patent.com/L( 



cbrundid g e/Fetch/EP001 1 60748A2.cpc?fromC; 



art=maintoolbar=bottoml 



_Page_ 



17 



EP 1 160 748 A2 



18 



transmitted to the game-player as a game result is 
not limited the training result type data described in 
the present embodiment (transmitted by electronic 
mail (e-mail) (or by Internet) to the game-player), 
but rather the game-player may be evaluated with 5 
respect to the game by means of points, perform- 
ance results, or the like, in accordance with the type 
of game, or without regard to the type of game, and 
if the game result satisfies prescribed conditions, 
then, for example, a congratulatory image and cou- io 
pon, or the like, may be issued to the game-player 
(which can be printed out by means of a printer or 
other such output device, and used as a valid cer- 
tificate in an (affiliated) store, or the like, which is 
allied with the present network game system.) '5 

[0070] Moreover, the present invention is also appli- 
cable to the following modes (1 ) to (1 4). 

(1 ) A character training type game device forming 20 
a server for performing game processing on the ba- 
sis of received data, composed in such a manner 
that it exchanges game data with a mobile commu- 
nication device forming a terminal device having a 
monitor and an operating member, via a network, 25 
characterized in that it comprises: storing means 
(image memory 113-11 5) for storing character train- 
ing game images induding command requests, for 

a plurality of screens; first transmitting means 
(transmission and reception control section 1 1 2) for 30 
transmitting character training game images stored 
in said storing means to said mobile communication 
device, in single screen units; receiving means 
(transmission and reception control section 112) for 
receiving response data In response to said com- 35 
mand requests; training processing means (training 
processing section 100, ROM 117) for executing 
character training game processing on the basis of 
the received response data; and second transmit- 
ting means (transmission and reception control sec- *o 
tion 112) for transmitting training result data ob- 
tained on the basis of said character training 
processing to said mobile communication device, 
at the least. 

(2) A game character training method Implemented 45 
by a character training game device forming a serv- 
er for performing game processing on the basis of 
received data, composed in such a manner that it 
exchanges game data with a mobile communication 
device forming a terminal device having a monitor so 
and an operating member, via a network, charac- 
terized in that it comprises the steps of: transmitting 
character training game images including com- 
mand requests corresponding to a plurality of 
screens, as stored in storing means, to be displayed 55 
on the monitor of the aforementioned mobile com- 
munication device, one screen at a time; receiving 
response data in response to said command re- 



quests as obtained via operations performed to said 
operating member; executing character training 
game processing on the basis of received response 
data; and transmitting training result data obtained 
on the basis of said character training processing 
to said mobile communication device, at the least. 

(3) A readable storage medium storing a game 
character training program for controlling a charac- 
ter training game device forming a server for per- 
forming game processing on the basis of received 
data, composed in such a manner that it exchanges 
game data with a mobile communication device 
forming a terminal device having a monitor and an 
operating member, via a network, characterized in 
that it causes implementation of the steps of: trans- 
mitting character training game Images Including 
command requests corresponding to a plurality of 
screens, as stored in storing means, to be displayed 
on the monitor of the aforementioned mobile com- 
munication device, one screen at a time; receiving 
response data in response to said command re- 
quests as obtained via operations performed to said 
operating member; executing character training 
game processing on the basis of received response 
data; and transmitting training result data obtained 
on the basis of said character training processing 
to said mobile communication device, at the least. 

According to this composition, a game is exe- 
cuted by connecting, by means of a network, a mo- 
bile communication device forming a terminal de- 
vice having a monitor and an operating member, 
and a character training game device forming a 
server for implementing game processing on the 
basis of received data and composed so as to per- 
form transmission and reception of game data. In 
other words, when the mobile communication de- 
vice has been accessed and a network communi- 
cation has been established, the server transmits 
character training game Images induding command 
requests, one at a time, to the aforementioned mo- 
bile communication device to be displayed on the 
monitor thereof. At the mobile communication de- 
vice side, the game-player observes the command 
requests on the monitor and operates the afore- 
mentioned operating member, thereby transmitting 
response data responding to the aforementioned 
command requests obtained by means of these op- 
erations, to the server side. At the server, character 
training game processing is executed on the basis 
of the received response data. 

(4) In the mode of the invention in (1) above, said 
command requests may be requests for selection 
information for multiple-option type questions, 
whereby the operation on the mobile communica- 
tion device side is simplified and a game can be im- 
plemented sufficiently on a mobile telephone de- 
vice, or the like. 

(5) In the mode of the invention In (1 ) and (4) above, 
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the training processing means may be able to select 
character training game images to be transmitted, 
from the character training game images for a plu- 
rality of screens stored in the aforementioned stor- 
ing means, in a random manner, whereby different 5 
screens appear in an arbitrary sequence each time 
the game is executed, and hence the game-player 
does not remember particular game buttons and 
does not become bored with the game. 

(6) In the mode of the invention in (1), (4) and (5) io 
above, type data storing means (training result type 
data memory 116) is provided for storing the afore- 
mentioned training result data as a variety of train- 
ing result types, wherein the aforementioned train- 
ing processing means extracts one training result *5 
type as training result data from the aforementioned 
type data storing means, on the basis of the char- 
acter training processing, and since type data is 
used in this way instead of direct data for the trained 
ability values, or the like, subsequent processing 20 
(manual input to the domestic game device) can be 
performed readily by the game-player. 

(7) In the mode of the invention in (1 ), (4) - (6) above, 
the aforementioned training result data is constitut- 
ed by a code sequence of a prescribed digit number, 25 
and hence the training result data is in encoded 
form and can be readily confirmed. 

(8) In the mode of the invention in (1),(4)-(7) above, 
the training processing means comprises: game de- 
velopment processing means (game development 30 
processing section 102) for executing player char- 
acter training processing by repeating the operation 

of transmitting the aforementioned character train- 
ing game images and receiving response data cor- 
responding to same, a prescribed number of times, 35 
and judging means (success and failure judgment 
processing section 105) for judging training suc- 
cess or failure from the prescribed number of re- 
sponse data; wherein the aforementioned second 
transmitting means transmits said training result da- *<> 
ta to said mobile communication device, when a 
training success is judged; whereby the game is de- 
veloped by repeating the operation of transmitting 
character training game images and receiving re- 
sponse data corresponding to same, a prescribed 45 
number of time, and hence the game can be exe- 
cuted without the game-player becoming bored. 
Moreover, since the training result data is transmit- 
ted, It is possible to discover the game result without 
performing special operations. so 

(9) In the mode of the invention In (8) above, the 
aforementioned game developing means succes- 
sively accumulates a score, which may increase or 
decrease, as character training processing, and the 
aforementioned judging means determines a train- 55 
ing success if the accumulated value is a prescribed 
value or above. Thereby, the judgment reference is 
dearly understood. 



(10) In the mode of the invention in (8) above, the 
aforementioned training processing means com- 
prise first dock means (clock section 1 07) for meas- 
uring days and hours, and evaluating means (eval- 
uation processing means 104); and said game de- 
velopment processing means executes said pre- 
scribed number of times in a distributed manner of 
a plurality of days; said evaluating means evaluates 
a dear status during the game by receiving re- 
sponse data in the games executable on each day, 
apart from the final day; and said second transmit- 
ting means transmits the evaluation result of said 
dear status to said mobile communication device; 
whereby the game is executed over a plurality of 
days of real time, the dear status being evaluated 
and transmitted on each day, and hence, rather than 
providing a simple game, it is possible to provide a 
broad-ranging game which takes time, in a relative- 
ly straightforward manner. 

(1 1 ) In the mode of the invention in (1 0) above, the 
aforementioned evaluating means may be config- 
ured so as to judge that the game has been cleared 
if the accumulated points acquired as of the day of 
evaluation are more than the clear condition value, 
whereby the evaluation can be more definite. 

(12) In the mode of the invention in (1)to (11) above, 
the training processing means comprises second 
clock means (clock section 107) for counting days 
and hours; wherein the second transmitting means 
transmits at least the training result data of the train- 
ing result data and the evaluation result to said mo- 
bile communication device after a prescribed period 
of time has elapsed from the time at which the game 
ends, on the basis of the time information from the 
second clock means. Thereby, the training result 
data, and the like, is transmitted after a prescribed 
period of time from the end of the game, and hence 
a waiting time is applied and hence a sense of ex- 
pectation, and the like, can be generated. 

(13) A character training game system may be a 
game system constituted by a server located on a 
network and performing game processing and 
transmission and reception of game data, and a mo- 
bile communication device forming a terminal de- 
vice comprising a monitor (monitor 202) and oper- 
ating member (key group 201 ) capable of exchang- 
ing game data with the server via the network, 
wherein the server comprises: storing means for 
storing character training game Images Induding 
command requests, for a plurality of screens; first 
transmitting means for transmitting the character 
training game images stored in the storing means, 
one screen at a time, to the mobile communication 
device; receiving means for receiving response da- 
ta corresponding to the command requests; training 
processing means for executing character training 
processing on the basis of received response data; 
and second transmitting means for transmitting 
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training result data obtained on the basis of said 
character training processing to the mobile commu- 
nication device, at the least; and said mobile com- 
munication device comprises: display control 
means (display control section 206) for causing da- 
ta received from the server to be displayed on the 
monitor; first receiving means (hansmission/recep- 
tion control section 208) for receiving character 
training game images from the server and providing 
same to the display control means; transmitting 
means (tansmisson/reception control section 208) 
for transmitting response data obtained by perform- 
ing operations to the operating member, to the serv- 
er; and second receiving means (transmission/re- 
ception control section 208) for receiving training re- 
sult data from the server and providing same to the 
display control means. 

(14) A game character training game method may 
be a game method implemented between a server 
located on a network and performing game 
processing and transmission and reception of game 
data, and a mobile communication device forming 
a terminal device provided with a monitor and op- 
erating member and capable of exchanging game 
data with the aforementioned server via the net- 
work; wherein the server performs the steps of: stor- 
ing character training game images including com- 
mand requests, for a plurality of screens; transmit- 
ting the character training game images stored in 
the server, one screen at a time, to the mobile com- 
munication device; receiving response data corre- 
sponding to the command requests; executing 
character training processing on the basis of re- 
ceived response data; and transmitting training re- 
sult data obtained on the basis of said character 
training processing to the mobile communication 
device, at the least; and said mobile communication 
device performs the steps of: receiving character 
game images from the server and displaying same 
on the monitor; transmitting response data obtained 
by performing operations to the operating member, 
to the server; and receiving training result data from 
the server and providing same to the monitor 

[0071] Accordingto(13)and(14) above, a game sys- 
tem can be constituted by a mobile communication de- 
vice and a server, by using a network, and a training 
game method can be implemented therein, and hence 
the game-player is able to play the present training 
game without having to carry about the game device. 

(Advantages of the Invention) 

[0072] According to the present invention, it is possi- 
ble to play a game and to transmit the game result, with- 
out having to carry about the game device, and hence 
the game-player can be notified of the game result, and 
the like, without having to perform special operations, 



thereby providing a network game which is highly inter- 
esting. 

[0073] Moreover, the present invention may also com- 
prise: clock means, wherein the transmitting and receiv- 

5 ing means performs transmission of the prescribed data 
after a prescribed period of time has elapsed after the 
end of a game. Thereby, the prescribed data obtained 
from said game results is transmitted after a prescribed 
period of time has elapsed from the end of the game, 

10 and hence a waiting time can be applied, and a sense 
of anticipation can be created in the game-player. 
[0074] Moreover, the prescribed data may represents 
any one of the acquired points, game performance or 
special benefits corresponding to the game result, 

'5 whereby an evaluation result for the game-player for the 
game, such as acquired points, performance, or the like, 
can be obtained (known), and if the game result satisfies 
prescribed conditions, then, for example, a congratula- 
tory image and coupon, or the like, may be issued to the 

20 game-player (which can be printed out by means of a 
printer or other such output device, and used as a valid 
certificate in an (affiliated) store, or the like, which Is al- 
lied with the present network game system), and more- 
over, if the game seeks to improve abilities correspond- 

25 ing to a prescribed character In the game, then the train- 
ing result (ability) data for the trained character can be 
obtained in the form of a password consisting of pre- 
scribed code data, or the like. 

[0075] Furthermore, the game data may be the data 
30 relating to the training of the game character, comprising 
training command request data transmitted by the serv- 
er side game device, and response data from the termi- 
nal device in response to the command request data. 
Thereby, the network game is a game which aims to 
35 train a game character. In this mode, the server side 
game device transmits training command request data 
and conducts training game processing using response 
data transmitted by the terminal device in response to 
this command request data. Hence a training game can 
40 be performed from a device other than a domestic game 
device, and a network game having high general appli- 
cability Is achieved. 

[0076] Furthermore, the terminal device may be a mo- 
bile communication device, whereby the game can be 
45 played in any place and at any time, by means of a mo- 
bile telephone device, or the like, having excellent port- 
ability. 

[0077] Moreover, the game data transmitted by the 
transmitting and receiving means may be constituted by 
50 image data and text data, and hence ft is possible to 
enhance game characteristics and to Improve applica- 
bility to a variety of games. 

[0078] Although the present Invention has been fully 
described by way of example with reference to the ac- 
55 companying drawings, it is to be understood that various 
changes and modifications will be apparent to those 
skilled in the art. Therefore, unless otherwise such 
changes and modifications depart from the scope of the 
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present invention hereinafter defined, they should be 
construed as being included therein. 



Claims 

1 . A network game device, which is a server side game 
device for performing game 

processing on the basis of received data, said net- 
work game device comprising: 

transmitting and receiving means for transmit- 
ting and receiving game data, via a network, to 
and from a terminal device provided with a 
monitor and an operating member; and 
means for creating prescribed data corre- 
sponding to game results; 

wherein said transmitting and receiving 
means transmits said created prescribed data to 
said terminal device, via the network. 

2. The network game device according to claim 1 , fur- 
ther comprising clock means, wherein said trans- 
mitting and receiving means performs transmission 
of the prescribed data after passage of the prede- 
termined time period from the time of the end of a 
game. 

3. The network game device according to dalm 1 or 2, 
wherein said prescribed data represents one of the 
acquired points, game performance, and special 
benefits corresponding to the game result. 

4. The network game device according to any one of 
claims 1 to 3, wherein said game data is data relat- 
ing to the training of the game character, and said 
game data includes training command request data 
transmitted by said server side game device and re- 
sponse data from said terminal device in response 
to said command request data. 

5. The network game device according to any one of 
claims 1 to 4, wherein said terminal device is a mo- 
bile communication device. 

6. The network game device according to any one of 
daims 1 to 5, wherein the game data transmitted by 
said transmitting and receiving means includes im- 
age data and text data. 

7. The network game device according to daim 1, 
wherein said transmitting and receiving means In- 
cluding a first transmission means and a second 
transmission means and said network game device 
further comprising: 

storing means for storing character training 
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game images Including command requests 
and said first transmission means transmits 
character training game images stored in said 
storing means to said terminal device; 

5 receiving means for receiving response data 

from said terminal device in response to said 
command requests; and 
training processing means for executing char- 
acter training program processing based on the 

10 received response data and wherein said sec- 

ond transmitting means transmits training re- 
sult data obtained based on the character train- 
ing processing to said terminal device. 

15 8. The network game device according to claim 7, 
wherein said first transmitting means transmits the 
training game images stored In said storing means 
to said terminal device one at a time. 

20 9. A network game method for a server side game de- 
vice for performing game processing on the basis 
of received data, that is configured so as to transmit 
and receive game data, via a network, to and from 
a terminal device provided with a monitor and an 

25 operating member, said network game method 
comprising the steps of: 

creating prescribed data corresponding to 
game results at the end of a game; and 
30 transmitting said created prescribed data to 

said terminal device, via the network. 

10. A readable storage medium storing a network game 
program for operating a server side game device 

35 for performing game processing on the basis of re- 
ceived data, that is configured so as to transmit and 
receive game data, via a network, to and from a ter- 
minal device provided with a monitor and an oper- 
ating member; said network game program com- 

40 prising the steps of: 

creating prescribed data corresponding to 
game results at the end of a game; and 
transmitting said created prescribed data to 
45 said terminal device, via the network. 

11. A network game system comprising a server side 
game device located on a network for performing 
game processing and transmission and reception 

50 of game data, and a terminal device for being ca- 
pable of transmitting and receiving game data to 
and from said server side game device via the net- 
work, 

55 said server side game device including: 

means for creating prescribed data corre- 
sponding to game results; and 



13 



EP001 160748A 2 [ http://www. getthe patent.com/Lo gii 




>mndidge/Fetch/EP001160748A2.CP^ Ofr ^^ n ^^]^^^^maintoolbar=bottoml 




Pa g e 14 of 32 



25 



EP 1 160 748 A2 



26 



means for transmitting said created pre- 
scribed data to said terminal device, via the 
network; and 

said terminal device including: 5 

a monitor; 

an operating member; 
means for creating response data by oper- 
ating said operating member in response 10 
to game data received from said server 
side game device and transmitting said re- 
sponse data to said server side game de- 
vice; and 

means for receiving said prescribed data is 
from said server side game device. 



20 
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